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FIG. 16 

(e)GAME START SOUND/ROTATION REEL LAMP OPERATION GROUPS 



PROBABILITY 
(/256) 


GAME 

START 

SOUND 


ROTATION REEL LAMP OPERATII 


DN PATTERN 


FIRST ROTATION 
REEL STOPPED 


SECOND ROTATION 
REEL STOPPED 


THIRD ROTATION 
REEL STOPPED 


20 




1 


0 


4 


80 




1 


4 


0 


6 




0 


1 


4 


10 




0 


4 


1 


10 




1 


1 


3 


10 




1 


3 


1 


20 




3 


1 


1 


50 




4 


0 


1 


50 




4 


1 


0 



(f)GAME START SOUND/ROTATION REEL LAMP OPERATION GR0UP6 



PROBABILITY 
(/256) 


GAME 

START 

SOUND 


ROTATION REEL LAMP OPERATII 


DN PATTERN 


FIRST ROTATION 
REEL STOPPED 


SECOND ROTATION 
REEL STOPPED 


THIRD ROTATION 
REEL STOPPED 


3 




1 


1 


4 


3 




1 


4 


1 


4 




4 


1 


1 


20 




4 


0 


2 


20 




4 


2 


0 


20 




0 


2 


4 


20 




0 


4 


2 


5 




2 


0 


4 


5 




2 


4 


0 


156 




2 


2 


2 



(g)GAME START SOUND/ROTATION REEL LAMP OPERATION GR0UP7 



PROBABILITY 
(7256) 



GAME 

START 

SOUND 



ROTATION REEL LAMP OPERATION PATTERN 



FIRST ROTATION 
REEL STOPPED 



SECOND ROTATION 
REEL STOPPED 



THIRD ROTATION 
REEL STOPPED 



20 
20 

5 

5 

156 

25 

25 



0 
0 
2 
2 
2 
4 
4 



2 
4 
0 
4 
2 
0 
2 



4 

2 
4 
0 
2 
2 
0 



(h)GAME START SOUND/ROTATION REEL LAMP OPERATION GR0UP8 



PROBABILITY 
(/256) 



GAME 

START 

SOUND 



ROTATION REEL LAMP OPERATION PATTERN 



FIRST ROTATION 
REEL STOPPED 



SECOND ROTATION 
REEL STOPPED 



THIRD ROTATION 
REEL STOPPED 



5 
5 

30 
30 
10 
20 
156 



1 
1 
2 
2 
3 
3 
2 



2 
3 
1 
3 
1 
2 
2 



3 
2 
3 
1 
2 
1 

2 



11-235547 



FIG. 17 
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FIG. 18 

(m)GAME START SOUND/ROTATION REEL LAMP OPERATION GROUP! 3 
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FIG. 19 
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FIG.20 

(u)GAME START SOUND/ROTATION REEL LAMP OPERATION GROUP2 1 
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FIG.21 
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